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I HANDLING YOUR CARTRIPGt 


• TKe Atari Jaguar Cartridge is intended for use 
exclusively with the Atori Joguor 64-Bit Inleroctive 
Multimedia System. 

• Do not bend it, crush it or submerge it in liquids. 

■ Do not leave it in direct sunlight or near a 
rodialor or other source of heat. 

Eie sure to toke an occasional recess during 
extended play to rest yourself and the Joguar 
cartridge. 




[introduction 


Pr'eorpofohonsr U,9(4>a$ed, 

ond For Ea$temV|ii^ emerged 
powerful entities in the 
-- highest levels of gover^wt and 

tradfcThen the Europear> corporation ^Mted the 
CH^ miW fte ng stimul QaM>N/ »Plfcd o\\ 
oth4|^ru0|B flfip of tfieLnlP meant control of 
the <pVpplA7^^^mi^^porations were at war 

Meonvv^fc crime ipPlCOtes bribed and 
murderefl^ir wo^^nto the^e rnego- 
corporaMs ^ soon exerci^ iiOknce oil 
overthe|i>b« a a ■ 9 


As o young execulM in Skmoll 
Syndicate, your objecNve is to gain 
control of the world’s territories. By 
bottlir>g rivol Syndicates with CHIP- 
controlled Cyborg Agents, you'll embark 
on over 50 bloody missions, ossassinating 
key hgures and capturing rival Agents for 
your own use along the way. It won't be 
easy. You'll need to develop on overoll 
strotegy of attack for world dominatiorr- 
oimless killing and maiming wilt only gel 
you so for. 


Remember to keep o watchful eye out 
becouse you never know when the cross-hoirs 
of o high-powered rifle will be pointed at you. 



loBJtCT OF THE OAME 


The object of Syndicate i» to gain as much control 
of the world os possible, street by street, city by 
city, country by country. 


The World Map is divided iirto various territories. 
From your home bose in Europe, you'll invode 
adjacent territories and, with the help of merciless, 
cold-blooded Agents, wrestle them from rival 
Syndicotes. With that accomplished, you can 
raise taxes to increase profits ond punish the 
populace for serving the wrong Syndicate. 


Raising taxes con be dongerous because 
furious notives who are leading uproarious 
rebellions can impact Syndicate profits. So, 
keep an eye on foreign interests and pick off 
troublemakers as they surface. 


And remember, vwMte busy 
expanding yaw Syndicote's empire abroad, 
rival AgetA<0re working behind yoef bock 
to destq^^e your Syndicate. Ensurej|p 
Agents^ well interrogated in order ti*'', 
weed out traitors who want to pit 
Head on 
« 

By sufvlvrng all challenges, 
targets, and gaining 
your Syndicote 
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GCTTING STARTED 


1 . Insert your Joguar Syndicate cortridge into the 
$bt of your Atari Jaguar 64-Bit Interoclive 
Multimedia System. 

2. Press the POWER button. 

3. Press ony Fire button to skip the title screens. 

I COMT— H IM wmui 

These ar^e »ntrols for oil l^mms in th 
gome. I ■ - - ■ I 

A: Select opim. I H ^ 

B: Change menu. 

C: Not generally used. 

Directional Pad: Change menu selection. 



jeleci Configure Company to reveal the 
jnlnct Oeicjil To Chonge Menu. 


>u con personalize your Syndicate nqr 
color, logo ond the pk^r rtome Kere.L ' 


I MAIN MtNU 

Press the A, B or C button to bypass the title 
screens and coll up the Syndicate Menu. To move 
through the Menu, press the Directional Pod UP or 
DOWN. To select an option, press A. 


The Menu options ore as Allows; 


Configure Compony 
Begin Mission 


Use the Directional Pad to highlight the 
chosen Menu option and press the A button 
to select. Press A, 8 or C to exit the 
Syndicate Menu and start the game. 


CHAPTiR Hi 

SEtECTINO A MISSION 

Select Basie Mlsjion to enter the Syndicate 
global weno The World Mop Screen is 
reveotsd 



The World Mop is divided into SC ^ 
territories. Ci.>ior coded according to the 
controlling Syndicoie, the sli.-es bear no 
relation to current coni-cpiions of notional 
boundories, but ore solely the result of 
decodes of inter-Syndicote rivolry. 

The World Mop changes ofter every 
successful Mission. Your Syndicate's 
color tokes the place of the territory 
where you hove been successful. The 
Territory Box reveals Popuiotion, Status 
and Tax Rote. 





To save o gome, select Sove Gome from the Moin 
AAenu and press the A button. The Confirm Sove 
Gome Menu will oppeor. Select 'Yes' to sove 
your gome. 


The following is saved: 


• Current game doy and year. 


• All nomes, mods and weapons of the currently 
selected four Agents, and the next four most well 
equipped Agents. The names and any mods of 
the remoining Agents ore soved, but their 
weopons ore sold ond not soved. The saved 
money amount is adjusted accordingly. 


• All owned cities are soved. along with 
their current hoppiness value. Current tax 
levels ore stored os Am necif«M value of 0%, 
33%, 66% and 99%. 


To load o game, lalect Lood Gome on ifie 
AAair^ Menu and press the A buticn. Confirm 
your load and the game will begin. 




Th« Mission Nome and a Written Mission 
Description ore reveoled. To expond on the 
Mission Brief, select Info by pressing the B button. 

If the Mission Description is more than one page, 
select the orrow keys at the bottom of the screen by 
pressing the B button. Then move your Direclionol 
Pod to the right to view the next page. Likewise, to 
enhonce the Mission Mop, select the Enhonce box 
by pressing the B button. Extra Info and 
Enhancements cost money which will be deducted 
from the Budget figure. 

Select Accept to select this Mission. Select Mop to 
go bock to the Map Screen. Select Menu to go 
to the Main Menu. 

BUDGET 

The figure at the top right hand column is 
the Mission Budget. Spend it wisely! It 
allows you to buy weapons, peripherals 
ond modificaNoitt of your Agents, You con 
olso invest ft orr further Mission Information 
and on enhanced Mission Mop. 

Your budget goes up ond down depending 
on expenses such as purchoses, and 
income such os foxes 

Moving no money does not er>d Ihe garne. 

It just mokes it much more difficult. Your 
Agents ore sent into the field with basic 
weapons and htformotion. 
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AGENT BOXES 


Select, equip and modify Agents using their Agent 
Boxes. Select an Agent by pressing 1-4 ort your 
numeric key pod or press the 5 button to toggle 
Group Mode. The Group Mode selects oil four 
Agents for simultaneous modifications. 

Maximum squad size is four, but it's often easier 
to keep on eye on just one or two Agents. To 
deselect an Agent, just hold down the C button 
and press the number of the Agent you wish to 
deselect. 

EQUIPMENT 

Each Agent begins with one pistol. Purchases 
are listed to the bottom right of the Agent 
icon. Only arm your Agents for the Mission 
at hand. The more weapons your Agents 
carry, the more encumbered they become. 

The Equipment List shows equipnteni 
ovoilable and the ability to purchase more 
equipment. Select the Equipment Ust by 
presAig the B button Using the Dicectionol 
Pod, you may select o particular we^ion. 
Press A to open rtte Weapon Dmoits 
Screen; 

As with the Info and Finance options, it is up 
to you to balonce expenditures against the 
requirements of o Mission 
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WEAPON DETAILS SCREEN 



The Mods Screen allows you lo perfect your 
Cyborg Agent's brain, limbs, eyes, heort 
ond chest to produce the ultimate killing 
machine. 


Each porticulor modification improves your 
Agent in the following ways; 


Brain: Increases the power of the 
Persuadertron (i.e., it is easier to persuade 
Agents, etc.). 


Press the A button 
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Eyes: Increases the range of the Persuadertron. 
Improves perception. 


Heart: Improves odrenaline recovery. 


Chest: Regenerotes health. Allows Agent to self- 
destruct. 


Legs: Allows Agent to move bsler. 


Arms: Allows Agents to carry heavy weapons 
(e.g., Minigun) without ony slow down. 


Varsloiis 


There ore three (VI , V2 & V3) physical 
modification versions available. The highe 
the version, the more advanced the 
technology and therefore the higher the 



l^wip w t POTvIipinMil 


At the Rewarch Screen, select a colagory and then 
select Research. The minimum and tnoximum 
development cost is revealed in the window. 

Adjml this with the Fut^ding + ond Fundhg • 
burtons. Use the Directional Pad to switch 
between * ond • and press the A button to select 
it. The new Development Cost is deducted From 
the Mission Budget. When you hove chtsen the 
right combination of cost ond time of^tevelopment, 
select Accept. 

Modification Dovolopmont 

Your Modificodon Development options ore 
fisted here. Use the Funding +/- buttons to 
maximize and minimize your investment. 

Want that loser bod? Speed up 
development by increasing Funding. Budget 
looking o little thin? Reduce the speed of 
developmerit and save some money. These 
odjustments can be made using the Funding 
+ and Funding - options. 

Dovolopmont Graph 

The Development Graph is an atc^glance 
indicator of the state oF development For ony 
modification or piece of equipment. The 
verticol axis is % Completion ond the horizontal 
axis Is Days To Completiot). 
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The initiol Devebpment Cost Is based on 100% 
completion being achieved in ten days. By 
increasing funding, you con cut development time 
to os short os one doy. 

Confirming Deveiopment 

When oil budgetary limitations have been taken 
into account and the desired cost/time threshold 
reached, select Accept to return to the Mission 
Screen. Select Team to select your Agents from 
Stosis. Equipment purchases and modifications to 
your Agents give them more specific Mission 
uses. They also gain experience with their 
weoponry as the game progresses. In this 
woy, you should develop an enviable 
selection of Cybernetic killing tolent for your 
Syndicoie. 

Using the Persuodertron, captured enemy 
Agents are added to the Cryo Chamber. 
The Agents bring weopons ond wqperience 
with them vd^ch con be modified. 

Rernember, Agents killed during a Mission 
are gone forever, ..so moke sure your pool 
of Mission personnel doesn't dry up, or it's 

MPLACING DIAD AGiNTS 

You must reploce dead Cyborg Agents with 
Cyborg Agents in the Cryo Chamber. First 
select the Daod Agent's box, Now select the 
chosen Agent from the Cryo Chomber, and 
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A: Fires your weapon. 


B: Moves team member(s) to cursor, picks 
up items. 


Directional Pad: Moves cursor. 

• When cursor is moved to the edge oF the 
screen, screen scrolls with it. 

■ When cursor is moved over on item 
that can be picked up, it changes to o clow. 
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Options: Zoom cursor lo neorest target. 



Pause: Pouses the oction. When paused: 
Arrow Ke/s + Option: Adjusts screen position. 
Arrow Keys + A: Adjusts music volume. 

Arrow Keys + B: Adjusts sample solume. 

Arrow Keys + C Adjusb parrel position. 


I : Selects the hrst person on your team. 

2: Selects the second person on your teom. 

3: Selects the third person ort your team. 

4: Selects the fourth person on your teom. 

5: Selects or deselects oil members of your teom. 
6: Centers screen on selected ogenl. 

7: Select weapon or device team member is 
carrying. 

8: Same os 7 . 

9: Toggles Agent tracking mode. 

*: Adrerraline Drugr-CoRlnolB speed of 
reoclions. 

0: Percepttdn Drug; Improves precise 
ond aleils'an Agent to donger earlier. 

#: Intelligence Drug: Controls on Agent** 
reoclions to a given situotion. 



STATUS BOXES 

Tile opefotionol status of your Agents is 
displayed in the Status boxes numbered 1- 
4. Each hos on Agent icon that responds 
to movements ond hits in the Mission Zone. 


With the Heolth Bar, white means life and 
block meons death. The health of o Cyborg 
can be restored using a MediKit. 


You can either select the Agent's Status box o 
the Agent in the Mission Zone to octivate 
him/her. 





With rhe three bars, you control Injections oi drugs 
which alter Intelligence |t), Perception (P), and 
Adrenoline (A] levels in real time. The darh 
segment shows the amount oF drug used. 


Press the 0 or # keys to raise the level of the 
injections. Hold the C button down and press the 
*, 0 or # keys to lower the level of injections. The 
center white line moves to the right to show drug 
dependency. Future injections need to be greater 
have the some effect. 


Intelligence: Controls an Agent's reactions 
to a given situation. 


Perception: Improves precise firing ond 
alerts an Agent to danger earlier. 
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shows an aerial view of the Missic 

City Structwres: Green blocks. 

Rood/ Access Routes: Groy. 

Your Agents, People, Polke or Enemy 
Agents Caught In The Persuodertron: 

Flash whi:e/yellow. 


Enemy Agents: Red. 


Unfriendly Soldiers/Guards: Brown 


Hashing circles. 

Civilian Popuiotion/Deod Agents: 

While specks. 

Police: Black. 

Vehicles: Blue squares. 

You can move your Agents around ihe 
Mission Zone by selecting ahead of your 
Agent(s) in the desired direction of movement, 
and pressing the B button. 




Your Agents oppear in the Mission Zone numbered 
1-4. Select oheod of the Agent and press the B 
button to move them. If your Agent has entered a 
building, a vehicle, or has disappeared into a 
tunnel, bilow the Agent's dot to trace the route. 
You can maneuver the Agent when out of sight. 


You can make your Agents move faster by 
increasing their adrenoline level or investing in 
version legs. The lood they are carrying 
los on effect. 


Group Mode 


Combine all your Agents during the Mission 
using the Group Mode by pressing the 5 
button. When you ore in the Group Mode, 
your Agents work as one. 


Here are some of the things you con expect 
to coTTMOcross while pbying Syndicate 


Enemy Agents (red circles): Rival 
Syndicate Agents appear wearing large 
overeoots to conceal weopons. 


Police (block circles): Police cannot fke 
on SyndicoM Agents until weopons ore 
drown. Des|^ being well-trained, welkormed 
ond well-protected, police con become sitting 
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ducks ^ Agents intent on target proctice. 

The Target (white dot with radar signal): 

The targetantt be located on the^Sggpnef by 
following #te rodor signal. 

VehidM (blue squares): You con 9«%ocors, 
trucks ond trams by selecting onfl ijwireuwhicle. 
This moves the ocffve Agenffl^Rler the vwkle. 
You control the vehicle the tamp -mm os 
contfoSing the movemefll oF the 

■uiMinga (greea Wnffcg|8 Seleddoors to 

enter buiidiitgs. While inside, you OCM trace the 
movemenls of your Agent by FaloWMg his/her 
dot ort the Scanner. To axU, select a place 
outside and your Agent wM find the shortest 
route outside. 


Pressing either the 7 or 6 button will toggle 
through your weapons selection. C + 7 will 
deselect the weapon you currently hove 
selected. 


You must select o weapon before firing. But 
remember, police recognize Cyborgs with 
weapons drown and will Fire on you when 
you hove on octive weapon. Aim with the 
cursor, ond the targeting icon will oppear. 
When red, the target is in roisge. Press the 
A button once for one shot. Hold the button 
down For mochirte^un fire if you hove an 
automatic weapon. 
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C + 8 will drop rhe weapon you currently hove 
selected. 



To grab the weapon of a fallen enemy or police 
officer, simply place the cursor over the smoking 
body and when the grabbing icon oppears, press 
the B button. The weopon Roshes red in your 
Agent's inventory if it's worth retrieving. If there is 
more than one weapon, the Grab icon remoins in 


can self-destruct your Agents If they ore 
equipped with V1 chests or higher by pressing 
C * 7 *9 buttons simultaneously. 


After each Mission, the Debriefing Screen 
gives you Mission sloKsiics. These include 
Agents killed, Agents used, hit percentage, 
ond o bredidown of everything thol 
happened during the Mission. If things 
went body br your Syndicate, here's where 
you find out why. 

Aher reoding these slots, select Accept ortd 
the World Mop display appears. If you 
were successful In your lost Mission, your 
company color appeors in the territory you 
conquered If you were not successful, no 
new territoriee ore Bashing and you connot go 
onto new Missions. 



IF the Mission wos not a success. Agents killed 
and money spenl^are.gone.ior good, and you 
must reploy the Mission again;.'' 


Roise^xes^k^more 
SyndicOtojproFits 

But be cdr^l with {iopulo^on moodTehang< 
The citi7sru can turn rebelliouS'if urihoppy wi 
your treotment of them, if Ihisihoppws, you 
will need to Fight an extra Mission. And this 
will take precious money, resources and 
Agents, so be roreful and check the current 
mood of the populoce by selecting your 
controlled territories at the World Mop 
Screen, lower taxes if necessary to 
improve the mood and prevent rival 
Syndicote insurgents From taking 
odvontage. 

You con roise taxes in 1 % ond 1 0% 
increments. The mortey roised is dispbyed 
next to the lax hgure. Arrow Keys toggle 
through owned or ployoble states. C + Arrow 
Keys move through all states. leh/Right Keys 
roise/bwer tax in increments of 1%. C ♦ Left/ 
Right Keys raise/lower tax in increments of 10%. 
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CHOOSE A NEW MISSION 


Territories in your vicinity that hove been de- 
stabilized due to your success will flash to indicote 
they are ripe for o takeover. These are the areas 
you will invade next. Choose a territory and 
select Brief to reveal the new Mission and budget. 
Then select Accept for Team Selection. 

RELOADING WEAPONS 

Select the Agent box to see the Cyborg's 
remaining firepower [visible beneoth the Agent 
display). Weapons low on ammunition hove 
incomplete red bars. Select the Weapon 
Descriptions window. Select Reload and 
press the A button to return o weapon to full 
strength. 

SELLING EQUIPMENT 

You can sell umae«sary weopotwy and 
boost your Ix^et for the next MissioA. 
Simply hj^Aght the item and select Sell. 
WeapoM you grabbed during a Mission 
con be sold or relooded, whichever you> 
think would be more advontogeous to yosir 
next Mssion. 
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CHAPTER 6t EOUIPMENT A 
TERRITORIES 



The lollowieg lists the complete set of weapons 
and miMion peripherals mode avoitt^jle to your 
Syndicole. 

PIREARMS 

9 i 

Pism L ^y.«jM )er hand gun. Medium range 
projSiile w Sa j ^ cheop'^'n that is easily 

ouicbswd||but useh^4S%bockup.tS* 

ShotguM Pump action shotgun wi^a large 
spreod. Short range weopon, ^Nearly useless 
at bng range. 


Persuodertron: Short-rorrge weapots ihot 
fires a smaii dose of chemicais which render 
the target totoiiy open to auto suggestion. 
When hit, victims momenbriiy turn blue, 
lose all free will, and Follow the Agent (who 
fired the gun) around the Mission Zone like 
a zombie. 


Uzi SM6: 9mm automatic hond gun. Fast 
rate of fire ond medium range. Plenty of 
ammunition and o relotively low cost make 
this weapon the moinstoy of any offensive 
force. 


Long Range Rifle: Very long range and 
extremeiy occurale, high velocity riRe. A single 
shot weapon designed for picking off individual 
targets ot o distance. Useful for assassination 
attempts and br^g-ronge support fire. 
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Flame Thrower: Shoots o short-range stream of 
ignited jelly that sticks and bums on target. Effective 
for close crowd clearance and os on anti-vehicle 
weapon. 


Mini Gun: Motor driven, multi-barreled machine 
gun. Devoslaling role of fire and a decent range 
make this on ideol support weapon for any squad. 
Be coreful: This gun is very heavy and goes 
through ommunition fast. 


Laser Gun: Smoll rifle that cuts through its 
torgels wifo ease. Extremely powerful with a 
very long range. 


Gauss Gun: Portable launcher with three 
rockets, long range, high explosive rockets 
ideal for destroying tanks or eliminating 
large groups of pe^de. 


Pass Cord: Plastic card thot ollows access 
to some'security doors. Also identifies the 
Agenl.os 0 police officer. 

Scanner: Ettergy scanner for detecting 

possibic'ith reots or items^ equipment io^^ 
area. Dl$ti3ys peoplej^icies and 
equipment inWe surroundin'^oreo. I 


Time Bomb: High powered expb$ive with 
timer and detonolor. SirMg enough to destroy 
people and v^ldes. but not Mntctures. 

MediKlh Con be used For mirtor Fittb surgery. 
Res'orM a single Agent's health and nttay only be 
used once ‘ 

Shield: Rersorwl Force Field generotor. Withstands 
oil pro|eclile weapons Very short IlFe span due 
to immense power draht. 

I CHAPTMIt 7t KiVAt SYNDICATES 

The Toes Too Agents ore walkFiscipImed 
□nd equipped with iFte lotett weaponry. 
Assossinotions ore generoly Immocubte 
with very little civilion wostoge. Tao Agents 
are not o vicious or sadistic odversary, but 
o Frighteningly efficient one. 

I.I.A. (Independent Intelligence 
Agency): I, I, A. operatives are chosen br 
their massive muscubrily. They ore loaded 
with heavy ormomenls, the logic being fhot 
o Few civilian casualties helps keep the rest 
oF the ciNzens in lirse. Expect no mercy. 

The Costriios: Unparalleled viciousness is 
the mojor attribute oF Costrib Agents. Spread- 
ing through the Caribbean like the Flu, this 
Syndicote soon established itselF os a primal 
brce throughout most oF South America. A 
fortune was mode by the Castrilos blockmoiling 
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woHd governments with threats to destroy what 
remained of the Amazon rain brest. A war of 
ottrition exists between Castrilo Agents and the 
I.I.A. os they oKempt to establish a Foothold in the 
lucrative North American zone. 


Sphinx Inc.: Although not the best equipped. 
Sphinx Inc. Agents ore injected with an unnatural 
dedication to duty. Even alone and Injured, they 
fight to the end and are very difficult to kill. 


Executive Jihad: Caught between a rock and 
hard place by the expansionist policies of both 
Too and Sphinx Inc., and near bankrupted by 
World Government fines levied for exporting 
oil, the Jihad is o Syndicate Fighting br its 
home. Adversity is a great motivation ond 
the Jihad executive has seen to it that its 
Cyborgs ore kill-hurtgry maniocs. They may 
be bw and poorly armed, but you overlook 
the Jihad at your parH. 

Tatmonion Liberatiort Coneortbun 

(TIC): With o brlune made from exporting 
weak, fizzy loger worldwide to spend on 
Research, the TLC gained inRuence and 
were soon second only to the Too os o 
world powor. Their Agents fend to be 
wayward in their aim, moinly because their 
execuNve controllers ore always drunk, so 
civilian coiuolties ore high. t.TlC Agents 
hove no recri todistic sireok, and only ^ 
nasty when denied access to Vegeraite. 
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CuroCorp: The ofiginol designer of the CHIP. 
But EuroCorp's otoAdpoly of world CHIP 
production cwWn't lost forevet. ond soon the 
executive wos defending itself from rival 
Syndic^* interests on oil fronts. 

This fs the situation you 
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original purchaser (except for the cost of returning the game cortridge) is 
the lull exterrtof our liobilily. 

THIS WARRANTY IS IN UEU OF All OTHER WARRANTIES, WHERE 
ORAL OR WRIHEN, EXPRESS OR IMPUED. ALL IMPUED WARRANTIES, 
INCLUDNG THOSE OF MERCHANTABILITY AND FITNESS FOR A 
PARTICUIAR MRPOSE, IF APPUCABIE. ARE LIMITID IN DURATION TO 
90 DAYS FROM THE DATE OF PURGHASE OF THIS PRODUQ. 

Ocean of America, IrK. shall r>ot be liable for irKidentol and/or 
consequeoHol damoges for the breach of ony express or implied warranty 
including damoge to property and. to the extent permitted by low, 
donxiges for personal injury, even if Ocean of Americo, loe. hos been 
odvised of the possibility of such damages. Some slates (fe not ollow the 
exclusion or limitation of any incidental or consequential damages or 
limitations on how long on implied warranty losts, so the above limitations 
or exclusions may not apply to you. 

This worronly sholl not be opplicoble to the extent fhot ony provision of 
this warronly is prohibited by any federol, state or municipal low svhich 
cannot be pre-empted. This worronly gives you specific legal rights and 
you nsoy also have other rights vrhich vary from state to stole. 


Ocean of Americo, Inc. 

1 870 L'ltle Orchard Street 
Son Jose, CA 95125 
(408) 289-1411 
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1670 unie Orehard Street 
San Jose. CA 95125 
Phone: 406/289-1411 x234 
Fax: 408/289-1869 
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